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(INTRODUCTION ) 

REQUIRED EQUIPMENT 

To Use PatternMaker You will Need: 

1. An Apple II, II+, lie or lie with a minimum 
64K RAM. 

2. A video monitor or television set with RF 
Modulator. 

3. A 16-sector Apple disk drive with 
controller card. We recommend placing it 
in slot 6. 

4 . The PatternMaker program disk. 

5. A diskette to hold the patterns you want 
to save. 


A second disk drive is optional. If you have two 
drives, keep the PatternMaker program 
diskette in drive 1 and your user disk in drive 2. 
This will minimize having to switch between 
your two diskettes. 


You should also have a copy of a current Apple 
Disk Operating System-DOS 3.3 If you own an 
Apple lie and are using the Systems Utilities 
Disk to format, choose the option DOS 3.3 not 
PRODOS. 


LOADING INSTRUCTIONS 

Because Pattern Maker is a self-booting 
program, it will load automatically. 

Here's How to Use PatternMaker: 

1. Put your PatternMaker diskette in disk 
drivel. 

2. Turn on your TV or monitor. 

3. Turn on your Apple computer. The red 
light on the disk drive will go on and off 
several times as the program is loading. 


That's it! You will soon see the title screens and 
hear the Scarborough music. 


DIFFERENCES IN THE APPLE 
KEYBOARDS 

PatternMaker was designed to take full 
advantage of the Apple lie and lie keyboards. 
Notice that the UP, DOWN, LEFT, and RIGHT 
ARROW keys are located in the lower right- 
hand comer of your keyboard and that the 
DELETE key is the last key on the right of the 
top row. 
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The four mixed colors are: violet, light blue, 
gold, and pink. These colors are made up of 
combinations of the four original colors. Here is 
how they have been combined: 

Violet = purple & blue 
Lt. Blue = blue & green 
Gold - green & orange 
Pink - orange & purple 

Additionally, there are inversed colors! The 
inversed colors are made up of combinations of 
any three of the original colors. 

For an excellent example of all the colors, press 
G to look at the Get Screen on your program. 
Use the RIGHT ARROW key to select "Load 
Pattern". Press RETURN. Use the arrow keys 
to select "Color Wheel". Press RETURN. The 
Color Wheel displays all of the colors that 
PatternMaker can make. 

The four original colors are located in the 
middle of each side of the Color Wheel. The 
mixed colors appear in the corners of the Color 
Wheel. The inversed colors are in the four 
middle squares of the screen. 

There Are Two Important Factors to 
Remember: 

1. Color perception is different for 
everyone. 

2. The color on a TV or monitor can appear 
different depending on the way the 
machine is adjusted. 

Nevertheless, the colors on your screen 
should still approximate the eight colors 
described above. Adjust your set to get the 
colors as close as possible. 

MAKING AND COPYING YOUR 
USER DISKS 

Making a New PatternMaker User Disk 

In order to save your programs you must have a 
new blank disk or an old disk that you need for 
no other use. Pictures can also be saved on 
any DOS disk that already has files on them. 

See the "Get Screen" in your main manual to 
learn how to initialize a new disk. (You will use 
the "Make New Disk" option.) We would 
suggest that you initialize your blank disk using 
DOS 3.3, so you can see the directory of files 
on your disk. Do this before you start to use 
PatternMaker. 

Copying a PatternMaker User Disk 

It is good idea to make a backup copy of your 
original artwork in case it is lost or accidentally 
erased. 


The keyboards on the Apple II and 11+ are 
slightly different from those on the Apple lie 
and lie. You will use the A key for your UP 
ARROW: the Z key for your DOWN ARROW; 
the E key for your DELETE key. 



Locate these keys on the above keyboard. 


The copy program is located on your DOS 3.3 
disk. The instructions on how to make a copy 
of a disk are located on pages 65 and 66 of 
your Apple lie Owner's Manual. For the Apple 
lie, the instructions are on page 5 of the System 
Utilites Manual. For the Apple 11+ and Apple II, 
the copy program is described on pages 38-40 
of the Apple II DOS Manual. 

PRINTING A PICTURE 

There are several different ways to print a 
picture that you have saved on your 
PatternMaker user disk, depending on what 
printer and printer interface card you have. 


COLORS ON THE APPLE 

PatternMaker cycles through eight beautiful 
Apple colors. 

These colors include four original colors, and 
four more colors mixed from the first four. 

The four original colors are: purple, blue, 
green, and orange. 


Apple Image Printer 

When using the Apple Image Writer and Tool 
Kit Disk, do the following: 

1. Boot your Image Writer Tool Kit Disk. 

2. Put in your PatternMaker User Disk. 

3. Follow the instructions on the menu to 
proceed. 

Other Printers: 

Many other printers support graphics, if used 
with a graphics printer card. For example, you 





































could use the Grappler or Grappler+ interface 
card (which goes into a slot in your Apple) with 
the Epson printer or other parallel port printer to 
print your pictures. 

Notice that pictures and patterns are stored as 
binary files and took like this in a DOS 3.3 
catalog: 

B 033 NAME. PICT (this is your picture file) 

B 006 NAME. PATN (this is your pattern file) 

To get your picture on the screen, toad and 
RUN this BASIC program: 

10 HGR: POKE - 16302,0: REM turns on full 

high-resolution screen 

20 D$ = CHR$ (4): REM Control D 

30 PRINT D$ "BLOAD Your file name. PICT" REM 

loads the file from the disk into the high 

resolution memory. 

40 PR# 1: REM Directs output to the printer. 

50 PRINT CHR$ (9); "GS": REM sends the file 
stored in high resolution memory to the printer. 

60 PR# 0: REM Directs output to the screen. 

70 END 

Once you have the picture on your screen, 
follow the instructions for printing given in your 
graphics printer card manual. 


( Qlf/C/C STARf ) 

HOW TO BEGIN 

Start PatternMaker by following your 
computer's specific instructions for loading a 
disk. After the opening screens, you will see 
this: 


This is the block screen that you will use to 
make your first design. Let's study it for a 
moment. 



Do you notice the letters at the top of the 
screen? These are called "Icons", and they 
each are a reminder of the keys you can use to 
make patterns. Some of them you will use all 
the time and some you will use infrequently. 
We will introduce a few of them here; however, 
most of the Icons will be introduced to you later 
in the section called "PatternMaker 
Commands". 



SPACEBAR BOX 

The empty rectangle you see at the top of your 
screen is called the SPACEBAR BOX. On the 
block screen it shows your current color 
selection. You should see a color inside the 
box. 



BLOCK PREVIEW SCREEN 

The square located to the left of the Icons is 
your Block Preview Screen. As you begin to 
draw your block, you'll notice your design 
appear in miniature on this screen. The Block 
Preview Screen also will show you the blocks 
you have in storage; but more of this later. 



CURSOR 

For now, let's took at the small square in the 
left-hand corner of the block screen. This 
square is called the Cursor; it shows you the 
part of the screen that will respond to your 
commands. 

HOME POSITION 

The Cursor's position in the upper left-hand 
corner is called "Home". You will see that when 
you change the size of the clock, or the 
pattern, the Cursor returns to this position. The 
dots you see show the other possible positions 
that you can move the Cursor to. 

MOVING THE CURSOR 

To move the Cursor you will be using the arrow 
keys. As these are different for each machine, 
took for which keys to use in the small gujde 
that comes with this manual. Most machines 
have four keys with arrows marked on them, 
indicating a direction. The direction tells you 
which way you are moving something. 
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Now, try using the arrow keys. Move the Cursor 
to the right and notice how it moves to the end 
and wraps around. Play with the other 
directions also. You should be able to move 
the Cursor to the right, left, up, and down in no 
time. 

JUST ADD COLOR 

The block screen that is before you is going to 
be your drawing board and the SPACEBAR will 
be your crayon. Push the SPACEBAR once. 
The Cursor is filled with a color. Press it again. 
And again. How many colors are there? You'll 
find there are eight colors for you to use. 

SPACE BAR 

k . . v =A 

LETS CREATE A DESIGN 

Here is a design and the steps we used to 
make it. As you begin to draw with 
PatternMaker, remember that you can choose 
any color that you want. 

































































H _ RIGHT arrow 

SFACE BAR 1 SPACEBAR 

I DOWN ARROW 

[ SFttCE BAR SPACEBAR 

H DOWN ARROW 

, SPACE BAR ' SPACEBAR 

0 RIGHT ARROW 

r SRAQE BAR SPACEBAR 

RIGHT ARROW 

II-;, SmSE BAR SPACEBAR 

E] _DOWN ARROW 

’ SPACE BAR 1 SPACEBAR 

You should have 7 squares of color. This is 
what your design should look like. 

If it doesn't, don't worry about it. You can still 
build a pattern. Besides, you can always go 
back and change your block. 

Making blocks is fun, but making patterns is 
even more fun. Blocks are made up of 
squares, and patterns are made up of blocks. 
Remember this! All of PatternMaker is based 
on this idea. 


MAKING YOUR FIRST 
PATTERN 

You don't need to learn anything new to make 
your pattern. Let's fill the right half of the 
pattern with the block that's sitting on the left 
half. Press these keys: 


[| V SBCE BAR ' I] 



You have made a pattern! You pressed the 
RIGHT ARROW key to move over to the right 
half of the pattern and you pressed the 
SPACEBAR to bring your block into the empty 
space. Two copies of a block make up a 
Low-resolution pattern. Your screen should 
now look like this: 


So patterns are made up of blocks 
(remember?). Patterns come in three sizes: a 
Low-resolution pattern, which has two blocks in 
it, a Medium-resolution pattern, which has eight 
blocks, and a High-resolution pattern, which 
has 32 blocks. 


THE PATTERN SCREEN 

Let's learn two new keys: the B key and the P 
ke V- *=-„ c ^ 





The B key always takes you back to work 
on your block, and the P key always takes you 

back to your pattern. It's pretty logical. Bis for 
Block and P is for Pattern. Note: All the 
PatternMaker commands operate without using 
the SHIFT key. 



Low-resolution 

pattern 


Medium-resolution 

pattern 


High-resolution 

pattern 


While you are looking at your block, let's try 
pressing P for pattern and see what the pattern 
screen looks like. 



It looks a lot like the block screen, doesn't it? 
However, there are some differences. Your 
screen is now divided into two parts, with a 
copy of the block you just made on the left, and 
a space the same size on the right. And look 
up into the Spacebar Box. Do you see the two 
large dots in the Spacebar Box? That means 
you are on the Low-resolution pattern, with two 
blocks making up one pattern. 


CHANGING YOUR FIRST 
PATTERN 


Even though we just made it, let's change your 
pattern. One way we can change it is by turning 
it - either the whole pattern or just one block of 
it. To turn the pattern, we have to learn a new 
key: T. ^. , ^ 



T turns whatever is under your Cursor. Your 
Cursor should still be over the right half of your 
pattern. Try pressing T. Your block should 
turn. Press T again. Your block should be 

upside down now. Press it again, and again. 
Your block should be back to its original 
direction. 


CHANGE IT AGAIN, SAM 

M is for Mirror. Press M to make a mirror image 
or a reflection of your block. 

I is for Inverse. Press I to change the colors in 
your block to the inverse colors. 

C is for Colors. Press C to change the colors in 
your block to different color combinations. 



No matter where the Cursor is, no matter what 
size it is, no matter whether you are working on 
a pattern or a block, you can always use T, M, 
I, and C to change what you are working on. 

ZOOMING 

It's time to zoom. We will zoom up out of the 
Low-resolution pattern to the High-resolution 
pattern. The ZOOM keys are the < (Less Than) 
and > (Greater Than) keys. They look like this: 



We call them the ZOOM UP and the ZOOM 
DOWN, respectively. 
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Press the ZOOM-UP key. What happened? 

The Cursor doubled in size and now covers the 
entire Low-resolution pattern instead of just 
half of it. Press the ZOOM-UP key again. You 
are now in the Medium-resolution pattern. 

Notice that the pattern you made in 
Low-resolution is now used as the basis for a 
bigger pattern in Medium-resolution. 

To fill this screen with your block design, press: 

JEj^ ^ JB. 
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Let's move on to the High-resolution pattern 
screen. Zoom up till your Cursor covers the 
whole Medium-resolution pattern, and then 
zoom up one more time. You have made it to 
the world of High-resolution. 




Now let's zoom up. Press the ZOOM-UP key. 
Your block should be divided into 16 squares. 
Press it again. Your block should be divided 
into 4 squares. Press it one more time. Your 
block should have no divisions at all! 

YOUR PASSPORT, PLEASE 

What happens if you press the ZOOM-UP key 
one more time? You have just crossed the 
boundary between blocks and patterns. Can 
you go back across the border? Try the 
ZOOM-DOWN key. It works! You can go all the 
way up to the highest resolution pattern, and all 
the way to the 64-square block screen. The 
one square out of 64 is the smallest area you 
can manipulate, and the entire 32-block pattern 
is the biggest. Try going all the way out to the 
High-resolution pattern. When you press the 
ZOOM-UP key and it produces no effect, that's 
as far up as it can go. 

( COMMANDS ) 

PATTERN MAKER COMMANDS 

Now that you've learned how to design a block 
and create a pattern from your design, it's time 
to explore PatternMaker's potentials. Before 
experimenting with the activities, let's get 
acquainted with the basic commands of the 
program. 
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Now zoom up to frame your beautiful work. 



Congratulations! You've just learned how to 
create an intricate pattern from a simple design. 

Don't Forget T, M, C, and I. 

Just so you don't forget that you can use these 
keys almost anytime, try them out on the entire 
pattern (especially C for Color and I for Inverse). 
You have come a long way from the original 
block. 

ZOOMING IN ON BLOCKS 

Press B to go back to your block. (You can 
always get back to your block by pressing B.) 

Now press the ZOOM-DOWN key twice. Notice 
how your block has 16 squares that you can 
color, arranged four by four. Suppose we want 
smaller squares or bigger squares. Can we get 
them? We can zoom up and down with blocks 
too. Press the ZOOM-DOWN key. Suddenly 
we have 64 squares. Press the ZOOM-DOWN 
key again. When you press the key and it 
produces no effect, that means that you are as 
far down as you can go. 


This section is divided into five parts: 

1) Transformation Commands 

2) Changing the Cursor Size 

3) The Get Screen 

4) Storing and Fetching Blocks 

5) The Learn Keys 

TRANSFORMATION COMMANDS 

These are the transformation commands that 
you will learn to operate: 


m 

T key 

m 

X key 


M key 

m 

H key 

m 

1 key 

a 

? key 

0 

C key 




Locate the Icons for these keys at the top of 
your screen. These Icons are all grouped 
together because they all "transform" blocks 
and patterns. 



Let's begin by using the design we just created 
in "Quick Start". 


















































































































































































































































THE T KEY 

Make sure you are on this screen with the 
Cursor framing the block on the right. 


T 

r —-A 

If you press T four times, your block will return 
to its original postion. When the Cursor is 
square, your block rotates four times, or 90 
degrees each turn; when the Cursor is 
rectangular, your block rotates twice, or 180 
degrees each turn. 


THE X KEY 

The X key erases the color inside the Cursor, 
producing the color black only on the block 



If you use your X key first and follow it with the I 
key, you will produce the color white, since 
white is the inverse of black. The X key can 
also be used to quickly erase a block or pattern: 
simply increase your Cursor size to frame the 
entire pattern and press X. 



THE MKEY 

With the Cursor still framing the block on the 
right of the Low-resolution pattern screen, 
press the M key to mirror your block: 


M 


The block on the right now mirrors the block on 
the left. M will change only the block inside the 
cursor. Press M again to return to the original 
block design. 



THE I KEY 

Are you ready to play with colors? Return again 
to the Low-resolution pattern screen, and 
press I to inverse the colors of your block: 


l 


The I key generally changes dark shades into 
light shades, like black into white, and "warm" 
colors into "cool" colors, like red into blue. 



THE C KEY 

There's another color transformation you can 
make with PattemMaker. With the Cursor 
framing the right hand block of your 
Low-resolution screen, press the C key to 
change your colors. 


C 

? -4 

C transforms each color to the next one like it, a 
dark color to another dark color, and a lighter 
color to another lighter color. Experiment by 
alternately press the I and C keys to see the 
variety of colors that PattemMaker can| produce. 


THE H KEY 


fv 


H 


The H key "homes" the color on the block 
screen. It returns to PattemMaker's original 
color. On a pattern screen, the H key will bring 
whatever is inside the Cursor and put it into the 
Home position. The Home position is the 
upper left-hand corner, which is the starting 
place for all patterns. This is important because 
the SPACEBAR always duplicates whatever is 
in the Home position. So if you get something 
you especially like, you can move it into Home 
and you will have it easily available. 


THE ? KEY 



With all these possible transformations, it's easy 
to get to the point where you cant remember 
the original design of the pattern you see on 
the screen. Or maybe you are just the 
intellectual type: you not only want to create a 
beautiful design, but you want to see the 
underlying structure. 


The ? key is the answer for you. Hit ? and your 
design disappears. You see a series of 
question marks instead, turned and mirrored 
like your pattern is. This lets you study the 
underlying pattern. When you have studied 
enough, press the? key again. Your pattern 
returns. Use this key to study similarities in 
patterns you like or patterns you don’t like. 


Now that you've learned to operate the 
transformation commands, feel free to 
duplicate your image, change colors, and mirror 
or rotate your design. 


CHANGING THE CURSOR SIZE 

Altering the size of the Cursor allows you to 
change your pattern even more dramatically. 
Press B to get to the block screen. Now press 
the N key. ^ 


N 


Continue to press the N key to see the variety 
of Cursor sizes available to you. This command 
works on both the block and pattern screens. 

N cycles through all of the different Cursor 
sizes and back to the starting place again. 

Once you feel comfortable changing the 
Cursor size to your specifications, you'll be 
amazed at the detail you can give to any 
design. 


































































































THE GET SCREEN 

The Get Screen gives you many new options to 
use with PatternMaker. To use the Get Screen, 
just press the G key anytime you see the G Icon 
with the other Icons at the top of your screen. 
There are only four keys that you will use to 
operate the Get Screen: RIGHT ARROW, LEFT 
ARROW, RETURN, and ESC. 

^ 

G 

A-—A 

When you press G the Get Screen appears. 

The RIGHT ARROW and LEFT ARROW let you 
move among a series of the following options; 
ESC lets you go back to your pattern or block. 
After you've selected an option, the RETURN 
key gives you a list of choices within your 
selection. 

SAVE PATTERN ERASE PATTERN 

LOAD PATTERN ERASE IDEAS 


LOAD BLOCKS 
SAVE IDEAS 
LOAD IDEAS 
SAVE PICTURE 
USE DRIVE 2 


BLACK AND 
WHITE 

SOUND OFF 

MAKE NEW DISK 

QUIT 


SAVE PATTERN 

To save a pattern you have made, select 
SAVE PATTERN and push RETURN. Now 
type in a name for your pattern. (If you make a 
mistake typing, use the LEFT ARROW key to 
erase it.) When you have finished the name, 
press RETURN. The disk drive starts up, (the 
red light comes on), saving your pattern. Once 
a pattern is saved, PatternMaker automatically 
returns you to the block or pattern screen. If 
you wish to erase a pattern you have saved, 
simply give a new pattern the same name as the 
old one. (If you want to save a pattern on a new 
disk, first go to MAKE NEW DISK.) If you 
loaded a pattern (see below), made some 
changes, and now want to erase the old 
version, use the original name for your revised 
pattern; if you want to save both old and new 
patterns, use numbers to describe them (e.g., 
Cube 1 and Cube 2) or give the revised version 
a new name. 


LOAD PATTERNS 

To see a pattern you have stored on your disk, 
select LOAD PATTERNS and press 
RETURN. The disk drive automatically gives 
you a catalog of the patterns on it. Use the 
arrow keys to pick the one you want and press 
RETURN. Caution: Loading a pattern from 
the disk will erase whatever you have been 
working on; use SAVE PATTERN first if you 
want to save your work in progress. 

LOAD BLOCKS 

Sometimes you make a pattern with a particular 
set of blocks, and you wonder how that same 
pattern would work with a different set of 
blocks. You can keep the pattern you are 
working on (see the explanation of the ? key in 
"PatternMaker Commands") and use different 
blocks. (Be sure first to store the blocks of the 
pattern you're currently working on.) The same 
catalog of patterns that is listed under LOAD 
PATTERNS will appear on your screen. 

Select the pattern whose blocks you wish and 
press RETURN. One of the stored blocks will 
automatically fill your Cursor, taking on the 
transformations you have given to your original 
pattern. To select other blocks, use F to fetch 
them from the Block Preview Screen (see 
"Storing and Fetching Blocks"). 

SAVE IDEAS 

To save ideas on the disk, select SAVE 
IDEAS (see "The Learn Keys" for additional 
information). You can use the same name as 


you've given your patterns. (If ideas apply to 
only one pattern, you should save them with 
the same name; if they apply to many patterns, 
you should use a name that more clearly 
describes their function.) 

LOAD IDEAS 

To load the ideas you've saved or ideas that 
were already on the PatternMaker disk, select 

LOAD IDEAS. 

SAVE PICTURE 

To save an image of the screen that can later be 
printed on a printer or plotter select SAVE 
PICTURE. Use a graphics printer program or 
graphics printer card to print your pattern in 
black and white or in color if you have a color 
printer. If you are a programmer, you may be 
able to make your picture a part of another 
program if you wish. See the PatternMaker 
guide for your computer for more details. 

DRIVE 2 

To switch the disk drive from Drive 1 to Drive 2 
so that you may save a pattern you've loaded 
from one disk to another, select DRIVE 2. 

Just press RETURN. 

ERASE PATTERN 

To erase a pattern from the screen, select 
ERASE PATTERN. Save it first if you want it 
because once a pattern is erased, it is gone. 
This does not erase patterns off your disk. It 
just removes them from the screen. 

ERASE IDEAS 

To erase all ideas on your K Screen, select 
ERASE IDEAS. This option will not erase 
ideas saved on your disk. 

BLACK AND WHITE 

There are some designs that are better done in 
black and white. Or, you may have a 
black-and-white (monochrome) monitor and be 
wondering how you can use PatternMaker. 

This option lets you change your color palette 
to black, white, and two kinds of "gray". Use 
these alone or mix them with color in a design. 
To switch back, return to the option and 
choose it again. It will return you to normal 
colors. 

SOUND OFF 

To turn off the sound that PatternMaker makes, 
select SOUND OFF. This option functions 
like a toggle switch that you operate by simply 
pressing RETURN. To turn the sound back on, 
come back to this same place in the Get 
Screen. It will offer you SOUND ON. 

MAKE NEW DISK 

To initialize (format) a disk to accept patterns 
and pictures from PatternMaker, select MAKE 
NEW DISK. You will be told to insert a new 
disk into your disk drive and warned that this 
option erases everything that was on the new 
disk. 

QUIT 

To turn off PatternMaker, select QUIT. 

Caution: This option erases everything that 
you have not saved. To turn it back on, you will 
have to "reboot". 

STORING AND FETCHING 
BLOCKS 

PatternMaker enables you to make patterns 
from more than one block. You can make and 
use up to 32 different blocks with any one 
pattern. You could, for instance, make up the 
26 letters of the alphabet and use them in the 
same pattern. 









Or you can make up various patterns that use 
five or six blocks in a clever way to make a 
picture, or a series of pictures. 
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Even if you are not sure what you will do with it, 
if you have created a block that particularly 
pleases you, you can store it for later use in 
more intricate patterns. 

HOW TO USE MULTIPLE 
BLOCKS 

Press B to go to the block screen. Remember 
the Block Preview Screen? 



The Block Preview Screen is your key to 
putting blocks away for later use and getting 
them back again. It is a little like those racks that 
dry cleaners use to hang your clothers on. 

They press a button and the clothes go 
revolving around until the one they want comes 
right up in front of them. Then they take if off 
the rack. Block Preview is like that. There are 
32 places on the revolving rack to "hang up" 
your blocks. To move the rack forward and 
backward, you would use the + and - keys. 
When you see the block you want in the 
window, you would press the F key to fetch it 
under your Cursor. To put blocks on the rack, 
you would first locate an empty place by using 
the + and - keys. Then you would use the S 
key to store the blocks. 

When you begin with the block screen, the 
design you create on the block screen will 
appear in miniature on your Preview Screen 
when a little dot appears between the + and - 
keys: 



The dot tells you that you are in the first 
position on your Block Preview Screen. This 
first position isn't a storage space: it's really just 
a miniature copy of whatever you are working 
on. Whenever you see the period, you are 
back where you started from on your "rack" of 
blocks. To store a block you are working on, 
use the + and - keys to find an empty storage 
space, and then the S key to store. 

TO SUMMARIZE 

The + and - key move you through your 
storage. F fetches blocks from storage. S 
stores blocks to be fetched later. (Remember, 


for permanent storage, you must save on a 
disk. Turning the machine off or loading a new 
pattern or block will erase the blocks you have 
stored.) 

Make several designs on your block screen and 
store them. Storing a block in a slot that already 
contains one will erase it, so be sure you are on 
an empty slot before you store. 

FETCHING ON THE PATTERN 
SCREEN 

To fetch a block on the pattern screen, again 
simply select the block you wish from the Block 
Preview Screen by using + and - and press F 
for fetch. On the pattern screen, F will fill 
everything under your Cursor with one or more 
copies of a stored block. How many copies 
depends on how big your Cursor is, of course. 

If the block you fetch comes out a little different 
from the original copy, don't worry: that's just 
PatternMaker hard at work maintaining your 
original pattern. PatternMaker remembers any 
color changes or transformations you have 
already made on that pattern, and it applies 
them to the newly fetched block. For example, 
if you use M on your pattern and decide to 
fetch a block, the fetched block will be mirrored 
when it appears on the pattern screen. If you 
get confused about what you have done, you 
can always use the ? key to see where you are. 

Note: You cannot fetch a block into a blank 
Cursor onto the pattern screen. If you want to 
fetch a block into a blank space on the pattern 
screen, press the SPACEBAR first and then 
the F key to fetch. 

Many of the patterns on you disk were made by 
storing and fetching blocks. Things that are 
pictures cant be made any other way (for 
examples, load the patterns "Submarine" and 
"Manhattan"). 


For another good example, load the pattern call 
"Rose". 



Zoom up until the Cursor frames the entire 
screen. Now press the - key and the F key in 
succession several times and watch how the 
"Rose" was built gradually using stored blocks. 

There are many different ways to use multiple 
blocks in patterns. You can build up a pattern 
from very different blocks (see the pattern 
"Stars and Stripes"). Or you can make a series 
of patterns like the "Rose" pattern. Or you can 
do a combination of these (see "Submarine"). 

THE LEARN KEY 

In making a pattern, you may find yourself using 
a particular combination of commands over and 
over again. Rather than always having to press 
the individual keys, you can teach 
PatternMaker to store these combinations so 
that you only have to press one key. We call a 
sequence of keys an "idea," and we say that 
PatternMaker has "learned" an idea. 

Essentially, you are teaching PatternMaker new 
commands. This starts with the LEARN key. 
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THE L KEY 

Simple ideas: 

Let's teach PatternMaker to store a simple idea. 
Press B to get to the block screen and zoom 
up or down till you get to the 16-square block 
screen. Press L for Learn. You will see this at 
the top of your screen. 

L 

/> . 

The inverse L means PatternMaker is in 
learning mode. PatternMaker will now record 
and remember the keys you press as it acts on 
them. It stops learning when you record your 
idea by hitting an unused key in the 
PatternMaker program. 

To create your simple idea, press: 

P SfflCE BAR 

i 


Your simple idea is now recorded under the 
letter U, so that anytime you wish to produce 
the above series of commands, all you have to 
do is press one key instead of three. The letter 
L should look like this whenever an idea has 
been recorded. If it doesn't look like this, 
PatternMaker has not recorded your idea 
because the key you chose has already been 
used. 



COMBINING IDEAS 

Let's now use your simple idea to create this 
checkerboard: 



First, erase the design you have created by 
zooming up to a single-square block, and press 
X. 

Your design should disappear. (Don't worry; 
although your design has vanished from the 
screen, your idea is still recorded under the U 
key.) Zoom down as far as you can go. Press L 
for Learn. 

To combine your ideas, press 



Now press J once; twice; three times to fill your 
entire screen. There's your checkerboard! 



To see your J idea repeated, press R. To stop 
the repetition, press any key. You can press R 
at any time. It will repeat whatever the last 
keypress was forever until you press another 
key. The R key is the real secret to doing 
animation on PatternMaker. 


THE D KEY 



The D key is designed to show you each step 
in a combination of ideas. It is only to be used 
with the LEARN key. To better understand its 
function, try the following exercises: 


Zoom up to move the checkerboard you just 
created to the Medium-resolution pattern 
screen. 


Press 



P SFftCE BAR~~1 [j SRftCE BAR fj | SfflGE BAR || 


This will fill your entire screen with the 
checkerboard design. Press L to enter 
learning mode. Now press 



Your idea is now recorded under 3. 


Press 3 to see how quickly PatternMaker 
registered your commands. Just by iooking at 
the finished product, you would not guess that 
four separate commands had been given. To 
see the four steps one by one, try this: Press L 
(for Learn). Now press: 



Press 4 to see how the colors on your screen 
go through their transformations. Now you can 
clearly see each step along the way that 
produced the same pattern change you 
recorded under 3. 


THE K KEY 



Up till now we have been creating and using 
ideas and keeping the record of them in our 
head. But what if we need to see exactly what 
is in each idea? What if we want to change an 
idea? 


The K key is an advanced function. When you 
press K, you will go to a screen that lists all of 
your active ideas using symbols, or Icons. 
(Don't forget that you can save ideas on the 
disk.) Use the K Screen to edit ideas or to 
create new ones. Each Icon you see 
represents a step in your idea. Among the 
Icons are: 

[ for ARROW RIGHT 
] for ARROW LEFT 
- for SPACEBAR 


Your idea is now recorded under J. 
































































To edit an idea, just press the letter that names 
it. You can also use the arrow keys to move 
around the list. Press RETURN when you have 
the one you want. You will then be at the last 
step in the idea. You can either add new steps 
or you can erase the steps you have created by 
using the DELETE key. To stop editing your 
idea, just press RETURN. 


( commands Index ) 

Block 

Returns to your block screen. Remember 
blocks make up patterns. 

Pattern 

Goes to your pattern screen. The pattern 
comes in 3 sizes: Low- resolution (2 blocks), 
Medium- resolution (8 blocks), High- resolution 
(32 blocks). 

Turn 

Whatever is written in Cursor will be turned 
clockwise. 

Mirror 

Reflects or flips the image inside Cursor. 

Inverse 

Inverses the color inside Cursor. 

Color 

Changes the colors inside Cursor. You have 8 
different colors to choose from. 

Zoom down 

Takes you down in steps to the 
64-square block screen. 

Zoom up 

Takes you up in steps through the three 
pattern screens (Low- resolution, 
Medium-resolution, High-resolution) and 
doubles your Cursor size. 


Store 

Stores a block in the Block Preview Screen. 

Fetch 

F fetches a block from storage. 

Minus 

Flips backward through storage slots on 
Preview Screen. 

Plus 

Flips forward through storage slots on Preview 
Screen. 



Block screen: changes color inside Cursor. 
Pattern screen: moves home pattern into 
Cursor. 

Erase 

Erases the color inside the Cursor. 

Home 

Places whatever is inside the Cursor into the 
Home position (the upper left-hand corner of 
the screen). 

New Cursor 

Alerts the size and shape of Cursor. 

Question mark 

Replaces blocks with ? to show underlying 
pattern on pattern screen. 


Moves the Cursor on block and pattern 
screens. Also used to select options on Get 
Screen. 

Learn 

Remembers the sequence of keys you use 
next. Press unused letter or number to record 
that sequence. 

Repeat 

Repeats last command. To stop repetition, 
press any key. 

K key 

Used to record or edit your Learn sequences. 
Get 

Goes to Get Screen's list of options. Use arrow 
keys and RETURN to select an option. 
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